
ENGLISH 

MEMORY STICK DUO™ 

To save qame settings and progress, insert a Memory Stick Duo 1 ” iftlg the Meohary Stick Duo™ slot or 
the PSP system. Saved qame data can be loaded from lhe same Memory Slick Duo™ n: any Memory 
Dye 1 '- 11 containing previously saved name data. 


WIRELESS (WLAN) FEATURES 

Software- Litres that supporl Wireless (WLAN} functionality allow you to communicate w Lh- other 
PSP" systems, download data and compels against ether players via connection to a wireless 
lOgaf area network (WLAN}, 

AD HOC IVIODE 

Ad Hoo Mode is a Wirorcss (wlan) feature that aircws two or mono individual p£P 
systems to comnrunieala directly wi I h each Ollier. Normally each uScf reqiji rOS 0 rtC 
PSP Game 1c participate in games that Feature Ad Hoc Mode. 


m 
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GAME SHARING 

Some software lilies feature Game Sharing facilities which onab-o Lho user la share 
■specific game foaLures with other users who do not have a game in their PEP 
sysle m. 



00 ® 

WrMHrofTrS* 


INFRASTRUCTURE MODE 

Infrastructure Mode is a Wireless (WLAN) feature lhal allows the p£f* system lo 
link to a network wa a Wireless (WLAN) Access PoinL (a device used lo conned. 
Lea wireless network). In order to access Infrastructure Mode features, several 
additional items are required, including a subscription to an Internet service 
provider, u network device (e.g. a Wireless ADSL Router), a WLAN access point 
and a PC. for further information and sotting up details, please refer to the PSP 
system Instruction Manual 
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GETTENG STARTED 

H S p (PlaySlallo n® Porta blot con figural \on 
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Right speaker 
START button 


Analog stick 
Strap holder 
Lett speaker 
HOME button 


SELECT button 
Sound button 
Display button 








CONTROLS 


DEFAULT CONTROLS 

* button 
6 button 
& butte n 
□ button 

Analog stick Lert/Rlghl 
Anatog stick Up 
R button. 

L button + Analog stick 
L button * Analog stick 
Lott DireckonoI button 
Right Directional button 
Up DirtCtidtol button 
Down DirecM&nal button 
SELECT button 
SELECT button (whils rating;} 
START buLLon 


Accelerate 

Special Ablllty/Aclivate Power.up 
0 rake/ Reverse 
NitrOi'-Sfipslream Turbo 
S leering 

Raise Camera only it hill cam; is emab'ed 
Hand Brake 

Weight transfer/Two-Wheel Driving 
In-Am Control (whl'e airborne) 

Change Music 
Hydraulics mode 
Flash Headlight si Accept Race 
Look hack 

HAV System (career CfuiSO m&db) 

Map Overlay 
Pause Men 


HYDRAULICS MODE 

L button Hold to activate left side hydraulics/ Tap to bounce 

R button Hold to activate right side hydraulics/ Tap (o bounce 

Left/Righl Directional button Rotate camera around vehicle 



_ _ 

CAREER MODE 

ll you wan' to forever make you? mark on ihe scone, iron Career Models Lho ptac-o you need la 50 . 
This is where you'll rake on all chaKcngcrs, canning money to build a garage Full of decked oul rides. 

When Career Mode bourns, you'If have just enough cash So buy one of six cars and the slreets 
of San Diego awaiting you Oul on Ihe road, your driving taienis will ba tested by other racers 
looking for a challenge. Winning earns inoney and unlocks more rates, vehicles, options and 
oilies. Persistence and skllt will earn you ihe righl lo have ihe vehicle of yeur dreams. Walking 
away will leave you forgotten. 














RACE OPTIONS 

Various tyocs at rates can bo found on the- city sheets. Taking purl! in a variety of evanls, which 
arcs marked with different symbols oft Lho map r Is ossanlial lo building your drying skills and 
advancing; through Career Mode. 


street racers 


Trie avenues are filled with other racers looking for competition 
These are represented on the map toy blue arrows, Challenging 
these vehicles will get you invited lo (he races they're taking pari, in, 


CITY RACES 

Always consisting oi a single race. Ihesc challenges arc specific to the city you're driving in 
Represented by rod circles on Ihe map, City Races are plentiful and a good way to make seme 
quick cash, 


CLUB RACES 

Cold stars on the city map represent Club Races, which are open only lo certain vehicle classes 
If you're driving Ihe appropriate vehicle type, the luce I ion of these races will be apparent. It's 
worthwhile revisiting cities with new vehicles to see what's become available. 


TOURNAMENTS 

Multi-race Tournaments are the mast challenging race type, but also the most rewarding. 
Represented by Iropbies, ihes-e races require you to have the most cumulative points from 
multiple races to col ect the big money when (he dust settles 




ARCADE MODE 

Arcade Mode is ihe deal place to jump in for a quick race or to perfect your game on a speeffto 
LraO. or with a new vehicle. Any ciLy and race unlocked in Career Mode Ls available bare, as is 
any car in your garage. Once a location, vehicle and race have been selected, other variables 
such as weal her traffic sellings and number of opponents can be adjusted to create' exactly the 
experience you’re looking for. 





RACE TYPES 

There ana nia^j unique race types; to explore -in Arcade Mode. 

Rather than having checkpoints ip an open city, AuEocross has 
barriers set up- In the slreets creating 3 track for vehicles- to race a 
greeted number of laps through, The racer posting ihe fastest lap 
time is Ihe winner 


TRACK 

Simitar lg an Aufgorgss race, except against other racer? rather than (he clock. 

CAPTURE THE FLAG 

At the outset of this race type, the map will show a flag anti drop-off locations Vehicles race 
to gel the flan, then attempt lo lake Ihe figg to the drop-off lo score a point, The Flag may be 
stolen from the holding oar by ramming into it Options for points needed lo win. time limit, team 
organisation, and game variations are given before this race type begins. 

PAINT 

At the start of this race, a number of checkpoints will jo scattered all over the -city. When a 
vehicle crosses a checkpoint, it will become painted in a colour assigned to thatvahide - oven if 
cinolher vehicle has already painted it. The First to colour n specific percentage of checkpoints, in 
their colour or to have the most checkpoints their colour at the end of the lime, wins. 

CRUISE 

There are no checkpoints or goals here, leaving Ihe enure city open to be explored as you choose. 


autqcross 









FRENZY 

The object of Frenzy is lo score points by dodging as many 
vehicles as possible white bitting a never-ending series of 
checkpoints lo keep Iho frmer from conning out. The race starls 
wnh an automatic burst of nilrous. wllh another burst firing every 
15 seconds, and your vehicle accelerating throughout the race until 
It roaches top speed. To inako (lungs even tougher, me vehicle's 
brakes and special abilities are disabled (though the handbrake still 
tuouhuiiS)-. Thu race ends if the tinier runs uul. 


ORDERED 

in this taco, checkpoints ace located throughout the city, and most be driven through, in order, 
una after another Lo the Finish lirte. 

CIRCUIT 

Similar to gn Ordered Race except multiple laps through the -55me checkpoints are made. The 
starling point of the rg^ becomes the first checkpoint in successive saps. 

TAG 

At the cutset of this race, a checkpoint is revealed. The last vehicle to reach the checkpoinl is 
IT,' and lhe mini-map will show coloured scoring zones around the car that is 'IT.' Cars who are 
not r iF score points based on the amount of time spent n the coloured zones The coloured 
zones closer lo ihe IT‘ car are worth more points than the outer zones. 

UNORDERED 

At the beginning of this race all the checkpoints and the finish tine will bo laid oul. Thu cider that 
y&u cross Ihe checkpuints is entirely up to you. 




NETWORKING 

The ultimate ehallange awaits in multiplayer mode- playing against up ic 5 opponents, snowing 
off your driving prowass and the perfect rude you've earned. To play Midnight Club 3: DUS 
Edition via Wi-Fi network, you'll rued a I least one up portent with a PSPS running Midnight 
Club 3: DUB Edition For best results, prayers should be stationed within 30ft. with a dear path 
between units. 



□ecide if you want to host your own game or join an existing rase. 
11 you join an existing game, select your vehicle by scrolling lalt or 
right tn the game lobby. All vehicles and vahide profiles you have 
saved in your garage are available in multiplayer. El you're the host. 
Configure the options as you would for a local game and slarl! when 
you have Ihe desired number uf players. II I he host oT a game 
quils. the next person who joined Ihe game Session will seamlessly 
become the new host so Ihe race cam continue 


WI-FI (WLAN) FEATURES 

Software titles that support WireEess (WLAN} Functionality allow the user io communicate with 
other PSP'S) systems, download data and compete against other users via connection to a 
Wireless Local Ares Network (WLAN). 

AD HOC MODE 

Ad Hoc Mode is a Wireless (WLAN} Feature that allows two or more Individual PSP® systems to 
communicate directly with each olher 




MEMORY STICK DUO™ 

Pour sauvegardet fes dEnn&aa alia progiession du jeu, iris£fez un Mafrrtiry Stick Duo™ dan & la llute 
(jour MemorySlfeft. Duo 1 ^ da voiresysierou-PSP'. iSesdbnrifias sauvegard^es peuveriL frlradiarg&es 
dcrpuis fa mfirrifl Memory Slick Due™ Ou n'importa qeuE uuLiu Memory SiDuo **’ c5h tenant due 
doiiriitn. pificfrJainmcnt sauvegard£es. 

FONCTIONS SANS FIL (WLAN) 

Lee litres compatibles avoc los foncljonnalit&s sans lil (WU4N) permctlonL & i'uliiisaleur da 
communiqucr avoc d'aulros systtmes PSP'. da tdldchsrgor tfes don mi-os at do jouor avoc ffautros 
utikSdtcurS via ufi& cOnnC-xiOn On rfiSOau l&caS sanS fil (WLAN), 


0^0 

Wr.mi’lfoW 


MODE AD HOC 

Lo mod a Ad Hoc ast ana fonctlon sans fll (WLAN) penmcilant a efeua systbmos 
PSP' ou plus do communiqucr direcloment. 



PARTAGE DE JEU 

Fonction propose par certains Aires, permettant a rutlllsateur de pedager 
certaina?, caraci^ristiques d'un jeu svec des trtiiisateurs n’nyant pas de PSP'-Game 
insird- dans leur systems Partage do jo-u PSP 1 . 


Qo)® 

Wrw lorfsJH 


MODE INFRASTRUCTURE 

Le mode Infrastructure est une fonction sans fn (WLAN) oermeltaot ie 
rnccordemenl du systems PSP' A an rAseau via an point ci'accAs sees fit (WLAN), 
e'est-a-dire tin disposed de connexion a im r^seau sans (il. Le mono Infrastructure 
reqaiort plusieurs dements. dont tin abonnement auprAsd'im fouruisseurd'accAs 
a internet, an dispositif r£seau (pnr exemple 1 routeur ADSL sans (il), an point 
d’accAssans M (WLAMf el nn PC Poarde plus am pies informations concernn.ni 
rinsinflntLon. reporter- yous. au mode d'emploi du systeme PSP'- 
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DEMARRAGE 


Configuration pour ro systems tie loisir int&raclil PtayStatierr PtnTabEe {PSP’) 
Commandos ' (los Command as 1 sont 6galemani dsponiblasi 


louche L eerao LCD touche R 



touches 
direction nelles 


touches 

a oxn 


indicaieijr 

d'accES 


indicaleur 

POWER 

(alimentation) 


indicates 


indicate ur 
d'acces ■ 
WLAN 


volume 


{btoquer) 


haut-parleiir droit 

touche START 
(mise en marche) 

touche SELECT 
(selection) 

touche son 
touche 4cran 


pad anaiogiquo 
attache pomr __ 


haut-uarleur 


touche HOME 











COMMANDES 


PAR DEFAUT 

louche X 
louche o 
touche A 
louche □ 

pad BFialogfque vers la gauche/droile 
pod analogique vers le haul 

touche FE 

touche L + pad analogique 

touche L + pad analogique fen I'air) 

touche gauche 

touche decile 

touche haot 

touche bos 

touche SELECT 


Accelerer 

Manoeuvres specie lee'Active* un hong 5 
Freicer,Marche arrive 
NitroiTurb-o aspiration 
Dinger le v^hicule 
E lever la camera 

(uciquementsi la camera hauteurs est actives) 
Freln d main 

Transfer de polds^Gonduite sur deox roues 

Commandos dans les airs 

Changer do musique 

Suspension hydro u'ique 

Faire Lin appel de pharos^Accepter lo course 

Reg order en arrive 

System ede navigation 


{selection) (mode carrtereArlr&e) 

touche SELECT fselection) (en course) Affichpr la carte 


touche START (mise en marche) Atficher le menu Pause 


MODE SUSPENSION 
HYDRAULIC. LIE 

touche L Mainienir errfonnee pour a cover Se cote g.iuche/Appuyer 

b Movement pour boncfir et rebondir 

touche R Llaintemr enfoncee pour active* le cbt£ droil/Ap payer 

briavement pour bonrfir et rebondir 
Faire une rotation de la came'a auLour du vehicule 


louche gauche.’droite 



MODE CARI 



Si votis vttu’et la'asor voire emprcinle dans ie rnende des courses urbaineSi Heal indispensable da 
passer par Id mode Carriers. C'est id que vets pdumcz vous mesurdr au* meilleurs pilotcs cl vous 
■remphr les pathos alin -da man tor u«i garage rampll da veilures !,ue£e&. 

Aj dibul du mods Carriire. vous avast jusla assaz d'argeni pour atheler run's das s ix vailures 
drEponlbleOel vous leeter dees tea rues de See Diego, Surra rattle, vos talehie de pilule sereet mis 
i rude eprcuve par v&s adversaires a la recherche de eajveaux. delis. Les vieleines vous rapperleei. 
da l argenl el debluquenl des courses, des vehicles. des opfians el memo des villes. Vous devrez 
faire precede perseverance el de taiem 'poiirnarilsr la mohnira deves reves. Sieurr e’asl I'eubN 
qui vous quelle 








OPTIONS de course 


Volts, d&e0uvflro£ divert types de courses darts its rues tic is ville. II ast-sssantiaj tie participer a 
Lous las types d'dprauvcS- rcpf^santos par dilterunls symb&les sur !□ carlo , □ Tin d'smPlierar vos 
compliances da pi lore et tro phsgr&siser dsns la mode Car/Ltre. 

AUTRES PILOTES 

i I II Lea avenges regprgpnt de palates a la rpchprdte da Ponourraojs & 

.r"i:> ^ Kr . | Q hauteur. Jls sgn( repnfiaentes par dps Iteches blades sur Is carta. 

*’ " li Ji En defiant cas vehicules, vnus seraz invite aux courses auxqjelies 

r '' \ ~~~ (la participant. 


CO URSES UR BAINES 

Ces defis fasultalifs. qua persistent loujours an nne seute course, sent prnpres k lg vilEe dn-ng 
tocueile veus vous irpuvez Represents par des cerdes- rouges suwr la carte, leg courses cifcaines 
ne manpuenl pas at ewisMuenl one excellenie maniS-re de gagner de I'argent rapideroent. 

COURSES DE CLUB 

Les etoiies dories sur la carte reprisenleru les courses de club- qul sent ouvert.es uniquemert 9 
certalnes categories de v^hrcules SI vous contfulsez le v£hicute approprte, vous verrez appamtlre 
sur la carte I'em placemen L de ces courses. N'rtesilez pas 9 re visiter les villes d£j£ cornues am 
volant de dllterents v6liicules pour deceuvrir toutes. ies £preuves disponibles. 

TQURNOIS 

Les loumols a courses cnuhlpJes son! les Gpreuves les plus dlfficiles, mats Ggalemerrt les plus 
Itfcralives. Represent par des 1<opTiCes. les lourmois out pour objeclif do lolaliser to plus de 
points £ Tissue de toutes las courses aflnde falter la r4cor«pens«. 




MODE ARCADE 

La mnoUu- Arcade set I'onUrod ideal pour patticipar a une course rapids ou perfaetiorinQr val/e 
eenduste sur un circuit an particular eu an volani d un nouveau yeh colt foule-s lea courses, 
dabloquees dans Ea mode CarriGra y sent drsp&nibles, alr.si qua las ventures da votre garage. 
AprGs avoir saisclionna la liau la vdhicuie el la course da voire chant, vaus pourrez ajusler 
d’autres variables comma la matao, la irafle el. le nomftra cf'adversaires aim datacraar 
raxpanence axaats qua v&us racherciiea. 











TYPES DE COURSES 

II exisle d© nombr&ux tyaas drr courses ungues a ddcouvrir dans I© mode Arcade. 

CROSS 

PfolSt due dee points de contrite dsns une vilte ouverle. le mod© 
Cross oomporte deg barrferes pfao6es dans les rues pour er£er gn 
circuit sur lequel les v£hk;u1es docent boucler gn rpmbre defini de 
lours, Le pitole etui inscrii e -meilleur temps- m tow reimports 
fa worse 


PARCOURS 

La principe do ctlle cqups& cst similairo 0 eaiur d une course Cross, soul 1 quo vous affrontei 
d'autres. pilolos. 

CAPTURE DU OR APE All 

Au debut da ce type de coarse, to carle indiqus la position d'un drspeso el fe lieu oil I doil 
dire depose. Los vchiculea s'affranlen? pour rGcgp&rer Es-drapes li . puis l©n(ent de Ic rspparter 
a I'emplscoment indiqu© sfin de marquer un paint. Pour voler lo drspeau A Is voilurs qui le 
passede. it volts soffit dc la percuter. Avsnl ie depart de cette course. vgy& pouuez definir le 
nambra de points nioessaires a la victoire, Is limits de temps, I'arganiss'ion des equ-pes et Iss 
variations de ;eu 

PEINTURE 

Au d^hut de cede course un certain nombre de points de contrple son| disperses dans la ville 
L,ors(iu'u(i vehtcule franchit gn point de contrGte, celui-ci est giors peint de la couleur assignee 
a ce v^h-icuie (m§me si un autre l"a pr£ced6). Le premier concurrent & colorer un pourcentage 
predefini de po nts de contrdie, ou a avoir le plus de points de weirdie portanl sa couleur a la tin 
do iemps imparti, rem porte la vicloire 

VI REE 

Pas de pomts de contrAle ni d’objc-clifs dans celle course, qoi vous taisse explorer ta villa 
enliSre a votre rarwenance 




FRENE51E 



L'objoclif d’une course Fren^sic est do marquee d&s polnls an 
esquivanl le plus da vfrhicuJes possible, loul an IranchlssanL uno 
soda infiniode points be cootrdle afin d'empGchor le Chronomfetra 
da B'a-rr&ter La course commence par uno acculdralicii 
automaliquo da nitre, sulvto par d’aulres accdiemlioos Joules les 
IS socandes votra ydn culo acc&lfira alrtsi touL au long do la 
course jusqu'S attoindrosa vtt&sse maxlmale. Pour cursor le tout, 
lus fralns c) ?l*s !or»u'ium> spAeialas du vOIiSojIcj son! desaclives 
(trials fu fruin u main iusIu loulde rriGmu disponibla). La tours* so 
larmiae lorsque le efiKmomAlns attaint t&( o. 


ORDRE FIXE 

Dans cells course, deS points de contrOle sent disperses dans la ville. Vous devei lesfranchlr 
dans I'ordre jusqu'^ passer -b ligne d’arriw&e 

CIRCUIT 

Le principe de cette course est slmlfatra a celui dune course Ordre fixe, saut que vous devez 
boucier piustours lours ert passant par les memos points de comr&le Le point do depart de la 
course devient. des le deuxieme lour, le premier pomt de contrdle 

TAG 

Au dehul de selle course, un point de cor trite esl revels. La dernier veh cule a franchir la pool 
da cor trole deviant la "chat" i'll' j et se retrauve on bare de 7one» colorees stir 9a mini-carta. Les 
autres ventures marpuent des poinlsselcm le lamps qu'elles passenl dans las zones colors es Las 
zones cables les plus praches cu "chat’ rapporlent plus de poinls que les plus ^loign^es. 

ORPRE ALEATOIRE 

Au ddbuE d& lo course, lous les points de contrite ainsi quo la ligno d ‘arrives sont offichis, Cost 
a vous do choisir I'ordre dans lequol vous souhaitoz les franchir. 


RESEAU 

C’est en Lgnc quo vous intend tc ddfi ultimo : vous pourrez y affronter jusqu'a 5 adver&aires 
at montrer vos talents do pilots ou volant da velfC bolide de r&ve. Pour jouer a Midnight Cfub 
3-: DUB Edition par rdseau sans fit (WLAN), vous aurez bosein d'au mains un adverse ire muni 
dun systems PSP22 at du jcu Midnight Club 3: DUB Edilion. Pour da meilleures, performances, 
it est consailteauxjaueurs.de ne pas se Lenlr e plus de 9 metres J'un da I'autra avec une zone 
degaguB da idul Obstacle antra dux. 
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Decidaz Si vdus SOuhaiEez Jiabarger vOErepropra partie Ou rejOindie 
une course exists n la. Si vOuS rejOignez una course ex is Santa 
saactidfirez vaire vah'cuia an faisant domer lea (aliensnis buides 
vers ia gauche ou la droile, dans te salon dujau Teus las vahiculas 
at pro Tils de vAFricuies que vgus avez S&uvegardes dans \ r Olra 
garage sent dfeportibtes un ffiultijeueur. Si ypus etas I'hOlg d'une 
partis, Configure? les Options comme vQpS 9e Feriez pour une parlse 
era rest :h i local at domez iu depart qumid suFfisamment dejuueors 
vqysunt a gjeint. Si J'hdje qui'Ue la par Lie, Is planner juueur a avoir 
rEjoint cette session en deviant alers le ncuvet h&te sFin que la 
Course puisse continuer. 


FONCTIONS SANS FlL(WLAN) 

Les litres oompatibites avec les fonctionnshiGs sans FH (WLAN) permetieni a I'ultligalecir de 
commoniquer avec d'autres gystfcmes PSP®, de tSlecharqer des denotes et de iouer avec 
d'autres ulilissteurs via une connexion en n&seau local sans fit (WLAN), 


AD HOC MODE 

Le mode Ad Hoc eat une function sans Fit (WLAN) permetlant a deux ayscim&s PSP® ou plus de 
common iquer direetement 





DEUTSCH 

MEMORY STICK DUO™ 

Urn Sprefeircslellungen undl Forlschrfcl zu speichern,'stacks sheen ■Memory Slick Dud™ in den Memory 
Slifcfc Duo w -S(Bekplat 2 deines PSP'-Systems. Gespeicherle Spieldatgn k:rn-:.n 'won demselben 
Memory 5(ick D jd™ oder einem Memory Slick Dyo™, der zuvct gejspeicbede Spieldgt-en enthM, 
gelnden werden, 

WIRELES5-(WLAN]-FUNKTIOfVEN 

Mi; Softwa'p-Trlelni, wolehc dip Wineiesrs-fWLANJ-Fufiklieri unitefstDlzenv kflnnen Sic uter tins 
VcfbEndung zu einem „Wirefess Local Area Network (WLAN)" m i ande-en PSP*-Sys[emen 
kommunizieren, Oaten hem ntedaden und gegen andere Spieler antreien. 

AD-HOC-MODUS 

Der Ad-Hoc-Modus ist dinfr Wirel£S£-(WLAN>-Fuflklion, 

Qber die 2w6i odor mehr individual le PSP^-Systemc 
direkt mileinander kmTunynizieren kdnnen 

GAME SHARING 

Eifiige Soflwaro-Tiltsl YCrfugCr liber Game-Sharing-Punklrondn, mitderen H : lfe dor 
Benulzcr spez-fisdie Splalfunktienen mit anderem Benulicrn tedon keen, die kein 
PSP Game in ihr PSP'-System eingelegt h-aiben. 


INFRASTRUKTUR-MODUS 

Dor Infraatruklur-Modus ist sine Wirehiss-(WLAN)-Funklson. mit tfur sich cm PSP - 
System ubu r omen Wirele&5-{WLAN)-Access-Point {ein Gerst zur 
Vortunduiig zu einem (tabollosen NeLzwcrk) mit einem Netiwerk verbindon 
lasst. Um auf die Funktionen des Infrastruklur-Modifs zugreifcri zu kBnnem. sind 
weilcre Dirtge nalweridig: Ein Abonnement ciees Inlernel-Serviee-Froviddra, o n 
Netzw&rkgcrfit (z. B ein Wireless-AD Si-Router), ein Wircleas-{ WL A N> Acce &s- 
Poirit und ein PC. Waiters Infonmati e non und Einzelheiten zum Ehrichlcn dcs 
G Critics finden Sic im EeruLzerhandbuCh ihres PSP -Systems. 
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LOSLEGEN 

HSp (Piay5lalid'n<S> Portable) System kon figuration 
Komrcli&iflslalluiigt'n 1 (Kon[''ol!alnslallurtgen 2 auth mflglcb) 


L-Tasle LCD-BiHscftlmn R-Taste 



Redilufigslastan 


ioxa 

TasJfrii 


r*t:i> v 


Memory 
Slick DuO™ 
Kontroll- 
L&udhl© 


POWER- 

Konlroli- 

Leuchte 


HQLD-Kon- 

Irall-L-aLtthSe* 


Laciiliirht - 


WLAN- 

Konlroll- 

LBudhl© 


Reenter Lautepreefte- 

START-Taste 

SEuECT-Tasle 

Sourki-Tasie 

Display-TosHe 


Analog-Pad 

Gwffttf 

TrogsKfilaufe 

Linker 

Laolsprecher 

HOME-Tasta 


STEUERUNG 

STAN DA RD-STEUE RUNG 

K-Tgste 
<??-Tgs(e 
£-Taste 
□ -Taste 

Anateg-Patf Links''R.gc'Ms 

Analog-Pad Oben 

nyr bei aktlviertem Kamera 

R-Tasle 

L-Taste * Analog- Pad 
L-Taste * Analog-Red (in der LuFt) 
Rtehtungstaste Links 
Rtehtungstaste Rechts 
Richtengstaste Gben 
Renneri annebmen Rlctilungslaste Unten 
SELECT-Taste (im Korrlere-Cruise-Modus) 
SELECT-Taste (im Rennen) 

START-Taste 

HYDRA JLIK-MODUS 

L-Ta£te 

R-Tasle 


Ftescbleunlgea 

Spej ial -F-sai jre si'Fpwenjps ben«lken 

Bremsen'RljcTi-w^rts 

Nit.ro,'Wi ndsoh at ts nl uteo 

Lenkung 

Kamera anheben - 
LifC 

Hartebnemse 

Lastverlagenjag/Fahren auf 2 Rddem 

Steuefung in dter luft 

Mugik waehsel n 

Hydrau lik-Modus 

LichEhwpa boiatigenj 1 

Nach hinlon sehen 

Navigation ssystem 

Kane einblenden 

Pause n-Menii 


Hal ten, uni HyUraulik L riks zu aktlvieren/ 
Anlippen 2um Spriaia&r 
Hal leu, urti Hytfrauhk Rechte iu sktiviererv 
Antipptn i-urn Springer* 

Kamera um Fahrzejg roiteren 


Richtimgstaste Links/RectUs 


KARR1ERE MODUS 



Urn dicti In tier Saenc ala ern&t iu nn-hnrcncrcf Racer 2u alaMifrren. muaai tfu den Karricre-Modus 
durchlaufcrl. Hicr iflffisf du auf a!ls HtrSUs'forderef Und verdfeflSt das Geld. dds du brdtrchal, (sm 
dains Garage naeh und riach mit getunlen SeNillan 211 fmlen. 

Zu Bag inn das Karn'&fe-Mdcius hast du garads ganug Gald. uin dir ainaa van 
auszusuthan. Dls SlraCan v&fl San Diagewarten auT dich. Dia □ rttTer&n Racaf suthen eins 
Herauafordaixing L-nd warden da ins Fahrar-SMla lasten. Siaga bringan Gald und sefialten wailere 
Rannan, Fahrzeuga, Qptibnan und SlSdla bai. MitAusdauar u nd Gasehick vardianst du dir das 
Anratht auf das Fahrzaug daman Trauma. Wenn du kheifel, wird man dish idhrisn wfadef■ifefgessan. 











RENN-ARTEN 

In dan Slraftan dor Stadia kanfist du zu verscfticdenen Aden 'von Rann&n amreten. Die 
Teiinahino eh dan zahlraichan EvdfiEs, dtndUrCh Varschiodene Symbolc auf da? Karla 
gakeanzdichnet s nd, i&t ungem&ril wJetllfg, um dein a Fahrdr-Skills. zu verb©£st;rn unrj ifn 
Kar riera-M □ d us voranzufc&mm&n. 


GRUISENDE RACER 



Die EtrglJen sind volt mit antfaren Recern alle auf derSuche nach 
Action Du erkennsE aie an blauen PTelten ewf der Karie- Forderat 
du sfiese Fghrer hemus, wirsi du zu den Rennert emgelnden. an 
denen sie leilnehmen 


STABTRENNEM 

Die Teilnahme an diesen Rennen ist freiwillig. ELadlrennen sind immer Einzel-E vents and 
haben j-e nach Sladt einen ganz ergenen Charakter. Sie warden durch rale Kraise auf der Karla 
dargestelH. Irgendwo steigl immer Bin Sladtrennem Erne gale Gelegenhail, gghnelS Kohle zu 
magban 

CLUe-RENNEN 

Club-Rannen erfcennst du an goldenen Stamen auF eter Ksrte. Es sind nur be3limm!ie 
Fattrzeugldasaen zugelassen. Fahrsi du ein entapfeghendaa Fghrzeug, wird dir der On dea 
Rennana angezeigt. Wenn du ein neue& Fiihrzeug kauFst, lohntes sick wiedermal in einer 
anderan Sladl vorbeizuschauen, um zu aehen, ob ein neues Rennen verrctgber ist, 

TURNIERE 

Tumicre aus m oh r eren aufalfiaitdarfolgenden Ron nee sind die grOftte Hersu&lordcrung fu* 
oinon Racer, aberauch sehr lukrativ. Sie sind durch Tfophaon-Symbcle markierL Wenn du nach 
dent tetzt&n Renn&n oinos Turntors die merslen Punkle ltasl< sacks! du das grotto Geld oirt. 




ARCADE MODUS 

DerAnMde-Mo-dua ist ideal, urn ein scJinelros R&nnen in ffitiren,, Gctor-d-t^na Skills auf einem 
foaslimmEftfi Track cdcr mil emam netien Fnh'zcug zu perfcklicirtlof&n A lie Slikdto urid Ren non. die 
im Kama/e-Mddus fra-igasehaltet wurden. siahsn hi&r zur Varfugutig. etienao alia FahriEuge a us 
deinerWerk stall Ifachdern du On. Fzihrzeug md Renner gewuhll hast, kannsl du Weller. Varkehr 
und 2 ahl dfrf Gegner aflifsassan, um das Rennen ganau 6 * id gGstolterv wib du #S dir Wtf£lall£t. 








RENN-TYPEN 

Ini Areedfi-Madua gibl es vfdIo dinzigaftige Typ&n von Reiman £U srikitfiden. 



Ansielle von Checkpoints, die Ciber die Sladt verleilt sind. grbt es 
bei Aulocross-Renrien BarFienen. die eloe Sbe-cke vcugeben. auf 
der eirve gewahlle Rundenzehl zu absolvieren isl, Der Fahrer mil 
der scbaelislea Rundenzeil gewinnL 


AUTOCROSS 


TRACK. 

Ahnlieh wrc die Aulocf&ss-Rennen. nor gehE cs hier gegen andcrc Racer, untl mcht gegen die Uhr. 

CAPTURE THE FLAG 

Am Anfang sines CTF-Rennens zeiqt die Kfirte erne Flagge und Ztelorie, zu denen sie gebradfal 
werden musa. Die Fahrzeuge versycherii sq sehnell wie mbglicb. die Flagge zu holen und ste 
zum Ziemrl zu bringen, um einen Funkt zu Tachen Dumb Rummen kann die Flagge vqn einem 
Fahrzeug geslohlen werden Vor Rennstarl fcfinnen E install ungen zu SregpunkleFC Zeiilimil, 
Teams und SpialvariaEionen vqrgenammen warden. 

PAINT 

Vor deot Start eines aolcben Remnens wird eine Anzahi Checkpoints Ciber dr& ganze Stadl 
verteilt. Passierl ein Fahrzeug einen Checkpomi, mm ml erdie Fa*be des Fahrzetrgs an, auch, 
wenn ervorher berellsdie Facbe eines arvfereo Fahrzeugs tfmg, Gewonnen hal, werals erster 
erne vorhef feslgelegte Prozentzabl von Checkpoints eingeOrbl hal, oderwer am Ends des 
Zeillirmts die meisten ChecMpomls in seiner Fa 
rbe gefdrbl hat. 

CRUISE 

Hrer glbt es keme Checkpoints udes Ziide. Die ganze Stadl kann van dir nach 5(;liebi:ii 
erkundet werden. 



ROCKET 

Das 2<ei boi Rocfc.a-1 ist es, so vision Fafirzougen w« mSglicft 
auszuwaidien. wahronfl du audios vials Gheekpoinls ablators!, 
urn dan Tumor am Laufcn zu hallo n Zu Baglrin das Kennan-s 
bskQrmnstdu einen aulomaUs-chan Niiio-Schub und danach 
alio 15 Salumden allien wellerani Dein Pabraeug besetilsunlgE 
bis auf HOchsLgo&chwindlgkaiL. Urn die Sacno zu erschweron. 
lunkioniorofi wadar Spezial-Features, noeh dlo Brcmse (tflo 
Handbr&mse gthl atlardings much), Das Rannoti isl zu Ends, wann 
Jar Timer austaufl. 

FIX-STRECKE 

Be i dHesafl -Renner) Sind Lib dial I in def SEadL ChseJipdints Zu fifteen, -die derflfilfte nauh bis zur 
Ziellirtie dur-ghfa h r^n warden hiUsh-uii 



RUNDEMRENhlEN 

Ahniich wm Fbc-Sireckemeaneri, nur mflssen her die Checkpoints mehrere Rmnrten 
Jang nbgefahFen werden Der Siartpunkt ties Rennes wire zum ersten Checkpoint der 
darauFfolpenden Runden. 


TAG 

Zu Bag inn dieses Rennes wird din Checkpoint gazaigL. Das Fahrzeug, das den Checkpoint als 
lotzies erraieM, ist ■gataggl'. Aul der Mlmkarla warden nun farfcige Zonen urn das 'getaggEa' 
Fahrzaug angazaigl. Alla Fabrzauge, die niehl ‘yalaggi: sind, bekornman Punkla ja naehdem wie 
iange eie sieh in da-n farbigen Zenan aufhallen. Die larfrigan Baraich*. die naher am 'gstaggtan 
Fahrzaug sine, bhogon mehr Funkta, sis waller entrarnia 

VARIABLE STRECKE 

Am Anfang dieses Rennens werden sdrmhche Checkpoints und Cbs Ziel geze-gt Die 
Reitienfatge, >im der du die Checkpoint durchtSlhrsE. bleibt dir fcberJgssen, 


NETZWERK5PIELE 

Im Mshr&pjplarnigdus warle-t die uHimative Herausfortfcfuria auf dith - Spiote- gegen bis zu 
SGogner und zaig dPine fahnorrsefterk Fahigkoitan und domon ko&tbaran Traumsehlftten 
Um Midnight Club 3. DUE Edition ubtsr WiFi Nulzwerk Sprclerc z*j konnen. bcnoiiyst du 
mindastens ainen Gey nar mil emur PSPS, auf dar Midnight Club 3: DUE Edition Iduft. Um einen 
feiburigsSfrS&ni Ablaut zu gawShrlaistan. soman else Spiel a r maximal 9m antfarnt sain urd sich 
k&ine Gey an stand a odor Wfinde Zwischerl dan Garaten belmdan 

Enlsoheida, ub du ain algene-s Spiel arSCTrs&n, tdar an ainsr barails 
bealahanden Spralsitzung [ailnahman. mochtast. Wwnn du amem 
beraits baslehandan Spiel baitrdtai, w»hlai du dam Fahrz&utj aus, 
indam du in der Lobby links oder rechts snruilsi Alla Fahrzauge 
und Fahrzeug-PrdfiEa, die in deinar WarkstaLt gaspeichert Sind amd 
im MahLrspielermadu& verHjgbar Falls du dar Host bis I, mrnm alia 
Ei nstallungan vor, SD sis Ob du £m Ipkales Spiel Stirlan fnOchtasl, 
□rid siarla, warn die gewiinaphte Anzaht von Spielarn anwesersd 
iat Wann dar Host sines Rennens-das Spiel vaflSsst, wild nahtlps 
derjemge SpieCar zum HpsU derder Silzung a Is zweiter beigetreten 
ist sodass das R&nnan wertergehen kann, 

WI RE L ess -(WL A N }-FUM KTION EM 

Mil Sottwere-Titeln. welche d^e Wireless-fW LAN J-Funktion unteralflizerr, ktmnen Sie ubef eine 
Verb in dung zu amem „ Wireless Local Ansa Network (WLAN)“ mil enderen PSP®-Systemen 
kommunizieren, Oaten herurttededen und gegem endere Spieler sntreten, 

AD’HOC-MODUS 

Der Ad-Hoc-Modus isl erne WJrelesMWLANl'Funkttoni, aber die zwei Oder me hr mdividuelle 
PSP®-Systems direkl mlteinander kommunizieren kormen. 






ITALIANO 

MEMORY STICK DUO™ 

Per p-oter Varvara He iropostszioni e I progress! di gic-ccr, devi inserira irn Memory Stick Duo™ 
neirmrjresso Memory gtck Duo™ dal sistema PSP" [ dali di pined safvati posscoo essere caricah 
dallo slessD Memory Stick Duo’ M pda un qua'siasi MpznnTy Stick Dun™ che CcnEenqa dei dati di gippo 
salvati In p'neOR&enza. 


CARATTERI5TICHE WLAN 

I tiloli software che suppertano la funzionnliLii WLAN (Wireless Local Area Network, reto locale 
wiretess) permettono di eortturtic-aro eon a ltd -sistemi: PSP, ica Heart dali e sfidaro altri gidtalori 
Lramile la eonnessf&ne a una raid locale WLAN. 


0>D 


MODALITA AD HOC 

La m&dalftS AC Hoe 4 una fimziono WLAN cho consenla a tfuo o pifj si stem i 
intfividuali PSP’ di comunicaradiraltameeta tra loro. 



GIOCO CONDIVISO 

Alcunr tiloli software passiedono una funzionalit& di oiopp condivaso, che permella 
all utenle di cdridividere speciFighe caratterisliche di gipco gem allri utenli ctie non 
hanno irn PSP'Game inseriio nel loro sistema PSP' 


Qo)@ 


MODALITA INFRASTRUTTURA 

La modality InFrasIrytlura £ una funzte-n a lila WLAN che consents a un sistema 
PSP' di CDireqarsE a una rete tra mite un WLAN Access Poinl (un rfisposilivo 
uiilizzato per cqnnettersi a una rele wireless). Per accede'e alte funzignaliti della 
modality Infrastruilura sono ingltre necessari un conlrallg ggn un provider inlernet, 
un dispositive di rele {ad esempio un router ADSL wireless), un WLAN Access 
Point e un PC, Per ullerigri inFormaziom e per delta gli reEal ivi alia cgnFiqu r aziane, 
Fare riferimento a I manuaEe di istruziom del sistema PSP 




iiu 



03 PER INIZIARE 
OS MODAL IT A CARR I ERA 
06 OPZIONtDI OARA 


07 MOD A: i TA ARCADE 


OS HP! DL CARA 


10 RETE 
















ConFfguraziono Sisfema PSP' (PlayStation® Portable) 


Tasto L Stlie/mo LCD Tasto R 



fasti 

direzionali 


Tasti 

AOXD 


Spia 

accesso 

Memory 

EKid™ 

Spia 

access* - 
WLAN 


Spia 

POWER 

(accenston#) 


.Spia HOLD 
{btocco lunaoni) 


Volume 


Pad analog lea 

Maeeo 
tracolto ■ 


Ailop-arfanLe desLro 
TasE* START 
Tasto SELECT 
fast* audio 
Tasto display 


Aitnpariante 

sinistro 


Ta&tO HOME 




COIHI'ANDE 


CGMAND 1 PREDEFINITI 

Taste )<’ 

Taste C 
TasEo A 
Tasto C 

Pad analaglco a SmisIra^dGsEra 
Pad anslagfcG in su 
Tas’o R 

Tasto L 4 Pad anaEagido 

TasEo L + Pad analn-ginci (in aria) 

TasEQ Sinistra 

Taste cieStra 

TasEO Su 

Taste giti 

Taste SELECT (mptWttG Carriers) 
T3Ste SELECT (in gura) 

Teste START 


Accelera 

Atjifiti speerala'AEEiva un pnlenziamenlo 
Fre na/lR e trana rc ia 
NiLro.'Turb a di scia 
Slerza 

Alza >a visuale (sela sa la visuala Ccltinn A .ittiva I 
Freno a rrsana 

Trasfarimerlo di pesoi'G^j da sir due mots 
Domandi in aria 
Camhin mnaica 

Mortality SespetiSlenf idraullche 
Lejripeggiie con i fari'Accel'a ungi gara 
Guarija indielro 
Sls 1 ?T:a di navigations 
Mappg in sovrimu'essipn-R 


MQDAUTA SQSFENSIONI IDRAUL 1 CHE 

Ta bed L Tienl premelo per altiva re le sospe nsiont idra uliche si a 1 stre/ 

T&cm brevemente per Bobbaizarc 

Ta bed ft Tienl premuio per altiva re fs sa&pe nsloni idra uliche desire, r 

Tocca brev&menEe per Buttalzare 
TasEo sin.i&li a, r deBlra Ruota la visual* a Her no a I v&icoto 




mqdalitA carriera 

Sc vudi rascFa/e uiVimprenla duratura in quanta mande, devi seleaionaro fa motto Me Carriera. 
che li pbrme'siofa di ato-omara [titti gli afidanli a di guadagriarederiareaggiungcrc veieoli 
supcrpatenll at tuo garage. 


AlUnisio delta' matfalitai carriera, avrai deriare appenn seifieiente par tamprara uria dalle eel 
aula drspanibiii eaffrahtare ra s^ede di San Dfage, Mantra li mubwerai nelle ^Lrade, la lua abclita. 
dl guida varri mease a r la prtva da altri ptlaEi ebe eefeano una aflda. La Gloria u fttrlkerarma 
denaro e sfrlcceheVarma ntiete gare; veiceli a cilia. Se sarai jttKisteAto a gmderpi bdne, pairs! 
gaadagnare il Veie&raidei kuai segni, St» iaveee abbandenaraT il campa, varrai dlmerttleale 









0PZI0N1DI GARA 

Glrandb ndto Strade elUadina pdErai travar* divtirs* tipi t$i gore Parlecparc ai van Cvflntl, 
canlrasssgnall sulla minirnappa da symbol: spodlipi.^eisaflzialo per migliorara la tua abrita cpoi 
Tara prbgrassi in mod □ hip Carrie ra. 


Nelle slnade troversi numerosi piloti in cerca di awersarf, 
rgppregentati swlla mlnlmapps da frecoeblu, Lanciando una sMe a 
quest! vetcoli, rlceuersi un invito alls ggre a. cui ttevono partecipane 


GARE CTTTADINE 

Guesle siidc opzionasi sono sempre cosUtuiEe da garc smgolc. spocifiche della citti incul It 
irovi. SofiorapprosenlatG sulta noinimappa daccirc* , ii rossi, sono euflneroso oti pamnatiefanno di 
gaadagaara rapidamonte un po' di soldi. 

GARE DI CLUB 

La aielledorala aulla minimappp rappresenlana le-gare di club, cha aero aperte safes parti tip di 
veipolii e so no visibiEi aolc quando aei alia quida efi unp di essi. Quiadi, £ una buana idee visitare 
n JO'fVtmentc Ic art id con veicoli di tipo diverso per vedera quail gare di club drventanp diapembili 

TORN El 

I lornei sono com post! da piii pare e sono gh evenli puCi impegnatvi, <na offrono anefie i prenii 
mEgliori. Sono rappresenlaii suite minnmsppa datroFei. L'obiell^o£ accumuiare nel corse delle 
gare previsle ii punteggio gfobale piii alio per aggiudicargi il sostanzioso prennio in palio 


PILOTI DA STRAoA 


retd 1 







MODALITA ARCADE 

La madaiiLu Arcade & I'jdaaio par niziam- lapidairitnla unagara a par perfazianarsi su una data 
pista a con un nuovo veicolo Sana dnipo mtiili lulls la crtLP a (a gars sbloccala in modalitP Camara 
nonchtl lulle la aula del luo garage. Capo aver selcz innate una tiLLP, un vcicola a una gnra, pun 
impeslare allre varfabili come le aondr£iaai melee, il livello di Itaflido a il nurriaro di awa/sari, per 
oreans GsatLamenLel'esperienza dl giaec che cerchs 













TIPI Dl GARA 

Mella madarila Arcade c possible airraritarc diversi tipi di gara 


AUTOCROSS 



A <jifferenza defle gare sperte In citia con checkpoint, quelfe dl 
autocross si svolgorto su un clrcuito ottenuto chiutfendo le strode 
con delIe barriers Lb auto devono complelare un cerlo numero dl 
girl e vines ii pilcla d>e ha ollenuto il mlgtior tempo sut giro, 


PJSTA 

£ simile a Lina g-arS di aulGCfOSS, puto njafaggi COrtlm alifi piloLi apSicha a CfOnamstfO'. 


C ATT UR. A LA 0ANDi£RA 

M'lneio delle gars di queslo tips. sulla mapjw vengpno Indicate le pasizipn della handlers e del 
punii di consegna l veicoli deveno raijniumgere Ea handlers e cercare di portarla -gi puni di consegna 
per guadagngre un punto E possible rubare la handlers alt auto che I'ha presa sperpnando 
quest's Itima Prima dell'inizio della gara vengpno presentale de'le opzioni per mediJicere i4 numero di 
piipli necessari a vincere, I'organuzBzlorie del’e squadre ed eventual! variant, 


DIRING t 

Alllmzio dc'la gars vengono determlnatl in cilia dei checRpolnl in pogizioni spa ipag hate. Guanos 
un veiccls altraversa un checkpoinl, to dipinga ccl colors che gl> ts stale assagnalo. anche se 0 
g:fl stale dlptnlo in preosdenza da un attro g locators. Vines ll prime che risgee a d fingers del 
prop rio colors era corla p&rcentuale dei cbeckpolnl, op pure chi ha date <1 propria colore al muggier 
numero di checkpoint quart da scads il tempo. 

GUEDA LIBERA 

Non ni sonn n£ chackpoinl n£ ghiellivi. Pnni esn nrare linlem nil IS in aasoluta Irherta 



F REN ESI A 


L’oblellirvo 0 guadiignare puntl schivando ii magg|or numero 
posslblle til veicoli m&nlre si raggw ngono i checkpoint per ifflpedira 
oho il tempo scada La para Irilzia com un impulse aulomatlm di 
ultra. (‘he s-i tip*Mfc ogni 15 second! per Tar aceaf#rane ii velcolo lino 
alia vorociia massima. Per render* ancora piti difficile la gara, I 
Iren l o te abjlsta specie li sorted isallivate. anche so sJ pub u&ara il 
Irene a mane. La gara tormina guar do II tempo si esaurlsce. 


ORDINATA 

In quests gar's b necessarin ailfavarsa re nell'ordine giusto tulti 1 checkpoint presenli in Cilia fin it 
a raggiungere (I Iraguarrio 

ClRClilTO 

P simile alia gara ordinate. con la differanza che si ePfelluano piu gin aTtraversarrcfo gli slessi 
cnsckpoinL Quirrdi, il punto di padenza div-enta <1 prime cTiaekpomt del grn successive 

TOCCATA E FUG A 

AlFinizio gar? viene riwelato un checkpoint. UulCimo vercolo chs lo raggiunge divente la 
PFEEDA. sltorno a cut sppeiono sulla minimeppa delie zonedi punteggio col orate. Le aUre auto 
goadagngno punti e seconds del: tempo irsscorso nelle zone colerate (le zone pit'j vie ne alia 
PREOAvefgono piu ptinp di quelle eslerne) 

NON GRDINATA 

Alhnizio della gars vengemo delerminati lull* i checkpoinl e I iraguardo L'ordine in cur vengono 
allraversati i checkpoint non ha alcuna importanza, 




RETE 

Ti aspatla Fa efida deiinitiva in modaliti MuftigLncat&re^ potrai giacare tonlro un massirnu di 5 
awersari a mostrare la lua ability di guida a I fanla&tlci veicali che hal guada-gnato. Par glaeare 
can M-dmgbt Club 3: DUB Edition via Wi-Fi. ftai bisogno di aFmeno un awersario che abbia 
cantata Midnight Club 3: DUB Edition so PSP'ti. Par ollanere I migJion risullail, t giocaEori 
dovrebbero Lrovarsi a una dietania massima di 9 metri a non avers ostac&li iriterpcsti Ira tore. 

Ctiddt s© yvoi &$pilare una partita in gualiia di host o pariecipare 
a una gia esistente. So palledpi. selezipna it luo velcalo scon undo 
versa Sinistra g de&lra I'elengg di quelli disptmibiEi hpFla saia 
eJ'allesa. Tulli i veiccU e i profiii d veicoli salvati net Luc garage 
saiannc disponibilr anche in modatila Mullig iocaiore. So Sei I'hast, 
can.tgura !e opziom came se Fa partita Fosse locale e tails iniziare 
quanda 6 state raggicnio il numefo desiderata dl partecipanti. Be 
t'hosl di una parEila la a b bander a, la persona che- e anirata nella 
Session^ subtle dope di lui diventa automattcamenle hosi per 
ccrisentirc alls gar a di oonEinuare. 



CARATTERISTICHE WLAN 

I titoli soflware cbe supportenp la Tunsionsto WLAN (Wireless Local Area Network-, rate locale 
wireless) permettonc di qgmynigare epn nl? r i si stern i PSP'S 1 , scaricere dali e sfidare sitri giocatw 
Pamile !a conne-ssione a on? rele locale WLAN. 


MOOALITA AD HOC 

La modality Ad Hoc & una lunzione WLAN che consents a due o piu si stem i i.ndiv«fusli PSP® di 
comomesre direiiamente tra loro 



ESPANOL 


MEMORY STICK DUO™ 

Para quardar !os gfusles y proqrosos dEfjuegD. usgrta un Memory Slkk Duo™ erv la ranUra para Memory 
Stick Dug™ dgl sistama PSP . Los dates da "uago guardados sa puadan cargardosda al missTrg Memory 

Stick Duo™ o tie 'evelquier Memory Slick Ouo™ quo bwiteriga detos ttejuego guartiadm. 


FUNCIONE5 INALAIWBRICAS (WLAN) 

Los titulos da software quo admilen furveicnafldad inalimbrlea (WLAN). permil.cn eernumtar 
varies sislomas PSP* entre si. doscargar dales y tempelir centra alros jug adores med'iante una 
con ExiOn a una rad de area local inal3mhrica (WLAN) 



MODO INALAMBRlCQ 

El mode Inara mbriee os una funcien, inaFambriea (WLAN) quo permite a das a mas 
sistemas PSP ? cgmunigarse cirecSanrenta entre si 

GAME SHARING 

Algunws trlulOS de software pa scan la fun aid n Gama Sharing, lo qua pc unite al 
usuaria Oampartir caracferl slices da judge aspee Sicas con alros usuarlosque no 
tengan un PSP Game on su si sterna PSP'. 


0 »)® 


MODO INFRAESTRUCTURA 

El made Infraestructura os una tuition inaiambr ica (WLANf quo permita jI sisloma 
FSP corteclarso a la rad a travds da un punlo de accesu ina IPrnb rice (WLAN) 
(sisloura uliUzado oara cenaxiomea snulambricas). Para accede? a las funeiones 
del modo Infraastmetura, sa requiem. antra elro& r al cenlralo con un provender 
do atseso a internet, un disposdive dc rad (eomo un reuior ADSL ■naiambrice), 
un punto da aCceSO in a la rnb rice (WLAN) y un Oracnador. Pam mas infer maci6n o 
dudas sc bra la insiaracidm, consults el manual de inslrueeionas del sislema PSP’. 
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COMENZAR 

Ajustas dea sfetonria da antra ton misruLo pariatil PSP* 


L button LCD screen 




Memory 

Stick 

Duo™ 

access 

Indicator 

WLAN - 

□ 3 DD 5 S 

indicator 

Analog stick 
Strap holder 
Lett speaker 
HOME button 




Vcrume 


R button 



AOXD 

buttons 


POWER 

indicator 


HOLD 


indicator 


Right speaker 
START button 
SELECT button 
Sound button 
Display button 








CGNTROLES 


CONTROLE5 P R E DET ER Mil N ADOS 

Bolin >f aselerar 


Bolin 6 
Bolin i 
Bolin □ 

Pad araligrco a la izqufen^werechs 
Pad analigico arriha 

Bolin R 

Bolin L + pod onelbgico 

Bolin L * pod anaJigico fen el 31 re) 

Bolin de direcciin i^qulerdo 

Bolin de direccibn derecio 

Bolin de diieceibn arriha 

Bolin de direccibn abajo 

Bolin SELECT (seleccibrt) 

{modo Circular) 

Bolin SELECT Cseleccifsa) 

{durante una carrem} 

Bolin START 


man libra especiaVecUver meiura 
frenar/marcha nixis 
nitro/lurbo de arrastre 
dirsocrin 
sutHr la cimara 

{sole si la cimarg de colina esli acllvada) 

Irene de mono 

transferenda de pesolconduccibn sobre 2 ruedas 
control en el aire 
oambiigr miisfca 
mode HidrSullca 

sen a li zo r co n las luces delanleras/aceptar camera 
mtrar a tras 

sistema de nnvegaciOn 
maps sobreimpreso 
memi de pausa 


MOOO HIDRAUUCA 
Bolin L 

Bolin R 

Bolin da diraceiin izqulerdortJaneeho 


pulsar v man!oner para aclivar la bidrSulica del lado 

izqurerdorpu-lsar para bolar 

pulsar v rrtanlener para aclivar la hidraulica del lado 

derecbDVpulsar para batar 

roiar la camara alredetfor del vehiculo 



IYIQDO CARRERA 

Si qulenes tfcjar huclla en la Ktens autaTevil'sliM. enloneet !ionct que ir ml mods Ganrera 
profusions!. Aqui cs dondc la cnfrentaris a tcdos Lus ri vales y gana*b£ d noro para eonscguir urt 
garajq Irene do veJiibtrlfts medifieados. 

A! principle dal made Carrara prefesiojial tsatfbs al dinoro Juste jsara eomprar an coehe snlre 
una soteeeiria da sals y las f illet t?o San Diego to estatin asporandu. Una vmea la earretara, tu 
laferiLa cornu conductor-sari puetlo a prtieba por elret ceitederas quo busean uo dusafb. Af ganar 
abtienes diiiere y desttoquoas mas earierai; voNculat, opdenos y ducTades. La pOrsistefleia y fa 
habilUad lo ayudabn a ceesoger el vehieule do tus suertos Si to re liras, pasaras al ervitfe. 












QPCIONES OE CARRERA 

En las c a litis, dti la c;utiad put d&n enetmlrar&e varies iipos cfer carrarac. Parl icip-a r on carreras 
variadas, las cualas so marcan con simbolos dTcftiiHos en el mapa. as esential para me.crar 
luii baWtldlactes de cenducciAn y avaniarpar el mode Carrara profeakfcnal. 

C0RREDORES CALLEJEROS 

Las calfeaesfcin lienps de olros corredores que quieren compellr. 
Apanecen en et mapa represented us per flechss azutes. 

Al dessfiar a esos vehicules. &ente invite-do a las cameras em las 
qua e&t&n particfpendQ. 


CARRERAS URBANAS 

Estes desaflos consists n en una linica camera y sen especificos de la ciudad eh la qua 
compiles. Se represenlan mediante circuits rojas en eE m-apa. Las cameras urban ms ahundan y 
constiluyen un buen mudo de oblener cinero rapid a 

CARRERAS DEL CLUB 

La3e&tneHastloracfa& en el mapa tie Is ciudad representan carreras del club, queest&n abierlas 
a ciertas closes de vehiculos Si est£s conduciendo ei tipo apropiado de vehfculo, la ublcacifrn 
de esas cameras sera obvla. Vale la per>a volver a visitor las ciud'ades con nuevos vehiculos 
para ver las novedades dispcnibles. 

TORN EOS 

Las torneos de multiples. cameras sun el Lipu de prueba rnas dificil, pero lambiun pit: pore una 
mayOres recuinpensas. Se repiesentan mediants LruFeas y son cameras en las que eE final de -as 
multiples pruebas debts lener acumuladus mas punlpg que I us rival es para ganar el premia gordo. 





MODO ARCADE 

£l 1 1 lotto Arcade as el lugar ideal para pariisipar raprdamsnte an una carrara a para perfectioner 
lu c-anrtuccida an uea pj&ta sspeeifica o con an vahlouto ouavo. Cualqu.er cruJad y carrera 
desbloqueadas an el motto Carrera profesiona 1 a&t& disponitola aqui, asl como cualquier codie an 
lu garaja. Traa aaleccionar una ubicadAn, vehicuio y carrera, podrda ajualar ulras variables, cams 
al cllrria. al I rifle o y al numaro da adveraarioa para eraar e*adaman ta la axperiensia qua deseas. 











TIROS DE CARRERA 

Hay muchos bp-oe do Carrera unices para- axplorai en el mode Arcade. 


En vta de tener punlos de control efi una ciudad slwrie. fin 
Aytocross se cnlgcfin barrbres en. las c&IEes. ereendo una pists 
urbana para que Eos uehrcuE&s cornpiEan durante un odmeFO 
determinado de vuellas. E! genedores el queoblenga el tiempo de 
vuefta mis ripido 


PTSTA 

Similar a una carrera de Autocross, ado que conlra olfos compel idores en vez Oe contra el reloj. 

GAPTURAR LA B ANDERA 

Al principle de eale lipu da camera, el mapa mustraTSi urta bandara y unaS ubicacibnes de 
enlre-ga. Los uehigutos pompiran per Hlegar hasla la bmndera y luega intenian IFevarFa a un pun(o 
de enire-ga para unalarse un tanto. La bandera ppede rgbarse embislierido al coche qua la Neva 
Antes de comanzac egle lipa de camera, pe cunfiguran las opciones de los EantDS necegarias 
para ganar, el I imite de tiempo la organizacidn detequipo y las variantes de joego. 

PINTAR 

AI inido de esta carrera. se dlstribuyen una sene de puntos de conlrol per toda la ciudad 
Cuendo un vedlculo croza un punto de control. quedari pintado del color asignado a 
ese vehlculo, incEuso si otro ya lo ba pintado. Gana el primero en colorear un porcenlaje 
predeterminado de pun los de control con so color o el que tenga mis pun los de control de su 
color al final del tinrtile de hempo 

CIRCULAR 

Aqui nb hay pimtcs da cbnlrol ni metis, Loda la Ciudad esta abierra, para quo la explores a In gusto. 


AUTOCROSS 









FRENESi 



El; ob|cfivo del modo Fronesi es anoJarse puntes esquivando tantos 
vehacuios come sea posible miervEras so pasa per una interminable 
secuencia da p-Linlos da conlrol, Impldiendo as l quo el crondffvel.ro 
Hague a c'ara. La camera comienza con m imputed aulomatsco 
de n il rose y cada IS segundos so raclbe olro. de mode quo tu 
uehiculo va acororando haste alcanzar la veioertfad punla. Ears 
foacar las cosas ntes dllftdles, Ids fro nosy foabllldatfes especlalas 
Oaten desautivadPS (aunquu at fioiiu do murio Si fundona}. La 
carrtwa aeaba si el cronOmulrQ llegu a euro. 


ORDEkAOO 

En esta garrere -Ins puntes da control ester situanns per loda fa ciudart y hay qua conduce por 
ellos, en grden y urtp dettes de atrq, par a Negar 9 3a mel-a, 

CIRCUITO 

Es similar 3 la Carrera ordenada, saluo qua so darv multiples wuollas pot los mismos puntos do 
conlrol, El punto de Inicte do fa carrera se cormerlo en el primer punto de control de las uuellas 
sucesivas 

TOCAR 

AI principle de esla carrera,. se muestro un punto da control El ultimo vehiculo er lie par haste 
dichq panto de control "la Hava', y al minmiana moBtrar^ !as zones de anciacidn coioreacas 
elrededor del cpche qua ’la I levs Los dentes cechES anotan panics segiin el tiempuque nasen 
en Ips zanas csloreadas Las mas pros mas a' cache qua L la Neva - valen mis puntas qua las 
zonas alejgdas.. 

DESORDENADO 

A'l principle de esta carrera. se eolocarin lodos los puntes de control y la mcla. El orden para 
pasnr por los puntos do control os decision tuya. 



RED 

Ths El dusalio daRnaEiii'CS tc aguanJa en fj) rnudo Mullljugador: compeEirconlra basts 5 
cpdrtenLts&. [ueiantlD i.u hubihdad como conductor y el vaNcutu perfects quc- bag eosseguids. 
Para juyar con Midnight Club 3: DUB EdiUori a travAs da red Wi-Fi, necesstaras al me nos. un 
cponerUa con una PSP® qua &st£ ejecutsndo Midnight Club 3 DUB Edition. Para conseguir Joe 
msjftrgs rsauHidos, lesjogadsreB defren estar aeparadss memos de 9 metres, y sin Pbstaculos 
antra ambas unidadps. 

Dearie si quieres sar a l anfitrifflm da tu prspia pariida o unirte a 
una earners ya esdsEenle. Si la une-s a. una carrara ya existence, 
seleecioria iu vahfpulo tfsspJazandGte a ?a tequierda a a la derecha 
an al puillD da encmn'ro del Juagd. Tc-dos Ids vehleulPS y perlites, 
da vehicutoe qua hayas guardario en Lu garaja esian rlisponibleS 
an modu MulErjugedor Si ares el anFifcidn, configure Fas auclanes 
lal y cams hasias an una partiuFa. tonal y comianza cuanrin lengas al 
numera de juqadoras desea do. Si el nnliliidn dal jueqa abandon a, 
la siguienle persona qtie se haya unido a la suL-.iun sa convartira 
auI d malic amsnte en ei anECridn para que la carrara pnada Ppntinuar. 



FUNCIONES INAL AM ERIC AS (WLAN) 

Los Lltu los de software que admilen luncionaMdad inafdmbrJca (WLAN>. contra otros jug adores 
medlante una conesidn a una red de 3r&a beat inabmbrica (WLAN). 

MO DO SNALAMBRICO 

El mods Jnatimbrico ei una fumebn. imatafflbrtea {WL AN} que permne a dos a mas eisEamaa 
PSPfecdffiunitarsa dinaclaffienta-entra &i. 



